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Introduction

Because of better living conditions nowadays, people reach much higher ages than ever be-
fore. Since the increase of availability in technology, people can work longer and therefore 
contribute to society for a longer period of time. Expectations within society get higher be-
cause	of	this,	and	working	people	need	to	be	productive	and	work	more	efficiently.	The	prob-
lem that arises with this, is that people are going to feel pressure from the environment, in 
other words, people are going to feel stressed. 

Stress is described as a psychological and physical state that appears when an individual can-
not cope with the demands of a situation (Michie, 2002), which then leads to undermining the 
achievement of goals. People often no longer know what they are doing or what they have to 
do,	and	just	find	themselves	being	‘busy’.	Within	such	a	situation,	time	management	becomes	
of	high	value	(Michie,	2002).	However,	users	often	find	it	challenging	to	identify	all	tasks	to	
be done and the lengths of time that are appropriate in which to complete them. Besides this, 
‘busy’	people	face	different	challenges	within	their	task	management	regarding	the	planning	
of irregular tasks, or tasks that occur in unexpected situations (Kamsin et al., 2015). Because 
of this, planning and prioritizing tasks is often neglected, and people tend to procrastinate. 

Within	an	employment,	for	both	students	as	well	as	workers,	postponing	something	until	
a deadline is common. One of the reasons for people to procrastinate, is that they do not 
feel that they are organized, and thus do not have an overview of what still has to be done 
(Laschke et al., 2013). Despite that there are already a lot of tools that try to challenge peo-
ple to do work in time, such as to-do lists or calendars, both digitally as well as analog, peo-
ple	consider	existing	applications	as	inadequate	because	of	a	lack	of	flexibility	(Kamsin	et	al.,	
2015). 

Although	to-do	lists	are	omnipresent,	there	is	limited	information	on	users’	perception	of	this	
method (Burke et al., 2013). Another resource to therefore support goal-oriented planning, is 
mental imagery (Burke et al., 2013), also saying that tasks that still have to be done, need to 
be	visualized.	Within	this	project,	there	is,	during	half	a	year,	worked	towards	a	product	that	
allows	working	people,	students	and	‘busy’	people	in	general,	to	create	structure	in	their	daily	
life by visualizing the tasks that still have to be done. 

Our	final	design	OM	is	a	solution	to	the	problem	of	these	people	take	their	stress	from	work,	
home. This product will help you to set tasks and encourages you to plan them in a non intru-
sive way, so to create an overview, and with this, more structure. This report will guide you 
through the design process towards OM.  
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As	a	project	team,	we	were	intrigued	by	the	fact	that	many	office	workers	sit	all	day	long,	and	
often commute. During a commute, they tend to sit for a long period as well. Therefore, our 
initial	goal	was	to	find	a	way	to	motivate	daily	commuters	to	be	more	active	during	their	com-
mute. However, after taking interviews (see Iteration 2) with people who commute daily, we 
learned	that	people	use	the	time	they	travel	after	work	as	a	way	to	relax,	reflect	on	their	day,	
and sometimes also think about what they still have to do. 

We	implemented	this	in	our	process	by	altering	our	design	brief.	Instead	of	trying	to	get	peo-
ple	to	be	more	active	during	their	commute,	our	goal	became	to	find	a	way	to	help	them	relax	
and	relieve	stress	from	work,	by	making	them	more	effective	in	the	planning	of	their	tasks.	
We	wanted	to	do	this	by	using	user	research	as	a	guideline	throughout	the	entire	process,	
supported	by	(low	fidelity)	prototypes.	

After	our	fourth	iteration,	a	Wizard-of-Oz	working	prototype	that	was	demonstrated	at	the	
mid-term demo day, we concluded that this iteration had to be adapted in multiple ways as 
planning seemed to be very personal. Therefore, the design brief still focussed on taking away 
stress after work, but we aim at also including freedom within a product, meaning that we 
want	to	allow	a	user	to	apply	their	own	way	of	planning	to	it.	We	therefore	focus	at	creating	
structure	through	the	organisation	of	tasks	that	still	have	to	be	done,	to	find	a	possible	solu-
tion to the problem of people having stress due to an accumulation of tasks. 

Project goal

The project team. Image from iOS. Reprinted from C. Lallemand, 2019. 
Copyright [2019] by C. Lallemand. 
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Iteration 1: The pressure cooker
The	first	iteration	was	created	after	making	a	mind	map	and	a	user	journey	(See	Appendix	A1),	that	
led the project team to choose the topic of commuting. Having the insight that commuters tend to 
sit for a long period of time, and physical activity would be either possible at a train station or in a 
train, let to setting up a design brief and creating design opportunities for a solution (Appendix A2). 
This design brief focussed on how to make it possible for commuters to be more physically active 
during travelling by public transport. 

Figure 2 - Iteration 1, the foot pump challenging a 
user	to	inflate	a	balloon	while	commuting.

Iterations

Figure 1 - Mind map on topic of vital change

Within	a	week	of	time,	there	was	both	ideated	through	brainstorming	within	the	design	team,	as	well	
as	prototyped	on	a	low	fidelity	level.	This	resulted	in	a	design	trying	to	allow	people	allow	people	to	
move more while commuting. It can be seen as a foot pump that allows you to blow up a digital bal-
loon on the screen at the chair in front of you. So, you can remain seated in your own chair, while you 
move	the	foot	pump	on	the	floor	in	front	of	you	up	and	down	with	one	foot.	The	effort	that	has	to	be	
put	into	the	‘game’	is	therefore	not	high,	however,	since	you	are	challenged	to	inflate	the	balloon	as	
soon as possible, and can even compete with the person next to you, you are triggered to be physically 
active. 
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Iteration 2: Two directions - Design for energizer & de-
sign for reducing stress while commuting
A further development of the concept was needed to elaborate on the topic, and with it, its design chal-
lenges.	At	first,	a	questionnaire	was	conducted,	but	this	could	not	be	used	since	there	was	only	quan-
titative data received from it. The approach was therefore adapted and an interview about commuting 
habits and experiences was conducted to gather qualitative data. 

Interview 1 
Goal
Getting an insight in the commuting habits and experiences of our target group

Method
Participants: 
There were eight commuters, either commuting by car or 
public transport, from the Netherlands, randomly selected 
and asked to take part in the interview. 
Materials:
- Subject consent form to ask permission
-	Phone	to	record	interviewee’s	answers	to	questions
- Interview questions on paper
Procedure and interview set-up: 
- General introduction about the project / Industrial 
Design given to interviewee
-	Subject	consent	form	was	filled	out
- Interview questions were asked (Appendix A3)
- All interviews were audio-recorded

Results
The	qualitative	data	(quotes	from	the	interview)	was	clustered	in	an	affinity	diagram	(Appendix	A4),	
resulting	in	five	different	general	insights:		
 - Commuting time is used to either wake up (morning) or to relax (afternoon)
 - The interviewees dislike the fact that commuting costs time and money
 - During the commute, most interviewees do not feel the need to interact with other    
 passengers
 - There is no interest in using the train as a workplace or place for physical activity    
 within the group of interviewees
 - The interviewees plan their commute so that they have a very small amount of wait ing time  
 and are at the station for a very short period of time

From this, two conclusions were drawn:
	 -	Users	will	use	the	time	of	their	commute	to	reflect	on	their	day	at	work,	to	relax,	and		 	
 therefore reduce the stress experience. 
 - Users want to relax during commute, but what if they could be more physically active   
 before they take their train, and therefore get active at a station? 

With	this	knowledge,	a	second	ideation	session	was	done	(Appendix	A5),	challenging	the	project	team	
to come up with good ideas as well as bad ideas to also think outside the box, putting the focus on the 
two	directions	mentioned	above.	For	each	direction,	one	or	two	low-fidelity	prototypes	were	created	
and a user test was performed with each of them to further elaborate on both directions. 

Direction 1: Designing for reducing work stress while commuting

Prototype 1
Several cups that rotate within each other, so that a color 
(ranging from green (good) to red (bad)) can be given to 
topics	to	reflect	on,	such	as	time	management	and	
teamwork. 

Figure 3 - Prototype 1

 
“..what I also like 
about commuting is 
that it can be seen 
as time to relax..” 
- Participant interview



9OM | Project 1 report

User	test	1	-	Reflecting	on	your	day	(Prototype	1)
Goal
Explore	how	users	would	reflect	on	their	day	with	the	current	idea	of	a	reflecting	prototype	and	to	get	
inspired to improve it.

Method
Participants:	There	were	five	commuters,	either	commuting	by	car	or	public	transport,	from	the	Neth-
erlands, randomly selected and asked to take part in the user test.
Materials: 
- Subject consent form to ask permission 
-	Reflecting	prototype	cups
-	Phone	to	record	user’s	answer
- Paper with questions to ask user afterwards
Procedure:
- Users were asked to explore the design and what they would use 
it for themselves
-Brief introduction was given to the idea of prototype
- The user was asked to perform some simple tasks with the prototype
- All tests were audio-recorded

Results
-	Most	of	the	users	did	not	reflect	in	this	way	themselves
- They would appreciate using it to close their day
- The object is too big to take it with them in the train, other people would see it
-	Such	a	product	will	probably	be	more	useful	as	a	reminder	to	reflect	instead	of	to	really	reflect.

Direction 2: Design for an energizer at the station

Prototype 2
A	path	of	different	coloured	tiles	was	put	on	the	floor.	When	the	users	were	asked	to	move	from	one	
side	of	the	room	to	the	other	side	of	the	room,	they	would	first	walk	over	a	coloured	arrow,	line	or	
small path, so that they would know what color to follow to the other side of the room. 

User test 2 - Movement at a station with lower body (Prototype 2)
Goal
To explore how users could be motivated to be active while waiting at a train station and walking to-
wards their train.

Method
Participants: Three commuters, either commuting by car, bike or public transport, from the Netherlands 
randomly selected and asked to take part in the user test.
Materials: 
-  Subject consent form to ask permission 
- Tiles prototype
-	Phone	to	record	user’s	answer	and	movement
Procedure:
- (see prototype 2)
- Afterwards there was asked how they experienced
the test themselves and asked for feedback 
- All tests were video-recorded 

Results 
-	People	tend	to	see	red	as	‘do	not	do	this’	/	barrier,	so	
red	won’t	be	the	ideal	color
-	People	tend	to	see	a	line	on	the	floor	as	a	barrier,	while	
having a path that leads the way will attract them. 
However, at a train station people tend to choose their 
own path
- The more people are using the game / device, the more 
crowded	it	becomes,	which	makes	people	move	in	different	
directions	more	>	better	for	‘vital	change’	
- Arrow: Indicates direction, people become aware of object, 
and are still free to choose what way to go

Figure 4 - Prototype 2
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Prototype 3
A computer was placed in a public area at the University of Eindhoven and challenged users to beat the 
score that was currently set within the game of clicking with a mouse as fast as possible for a couple of 
seconds. 

User test 3 - Competition upper body (Prototype 3)
Goal
To explore how users could be motivated to be active while 
on	the	station	by	competing	against	someone	else’s	score	
with their upper body (arms & hands).

Method
Participants: Six random students from the University of 
Technology in Eindhoven that walked up to the table and 
tried to beat the score.
Materials:
-	Computer	with	‘clicking’	game	that	was	placed	on	a	table
- Paper to take notes of the users that used the game
Procedure:
-(see prototype 3)
-	Notes	were	taken	from	the	actions	the	six	different	users	
undertook while playing the game

Results 
-	When	walking	up	to	the	game,	people	often	tried	to	beat	
the high score from someone else another time, if they did 
not	succeed	the	first	time
- If the high score was too challenging, people tend to stop 
with trying
- Most people just walked by when they were on their own

Iteration 3: A plan keychain
After receiving data from the user tests that were performed, there were enough directions to choose 
from. The goal for this iteration therefore was to set up several criteria to help choose one idea to fur-
ther develop. 

Based on the user tests that were done before, it was decided that the design should be as stress-re-
lieving,	interactive	and	intuitive	as	possible.	About	five	ideas,	all	coming	from	the	ideation	phase	and	
combined	with	the	knowledge	from	user	tests,	were	graded	upon	this	criteria.	What	stood	out	most	
was that ideas from Direction 1: Designing for reducing stress while commuting met the criteria better 
than ideas from Direction 2: Design for an energizer at the station. 

This	eventually	led	to	the	choosing	of	the	‘plan	keychain’	idea.	With	this	design,	people	have	a	key-
chain that allows them to plan the rest of their day during their commute, as they can always have the 
keychain with them (being part of their keys).

Figure 5 - Prototype 3: The computer screen

Figure 6 - Design options graded upon criteria in graph

Figure 7 -	Sketches	‘plan	
keychain’	idea
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Iteration 4: A plan keychain
To	further	develop	the	‘plan	keychain’	idea,	there	was	first	looked	at	how	the	product	could	be	im-
proved by seeing what emotions could be linked to our product, or what feelings a user should have 
while using our product, with the help of emotion cards and another tool. 

With	the	600+	emotions	tool	(Desmet,	2017),		the	emotions	dreaminess, determination, and satisfac-
tion were added to the design as the user starts using it. After a user would use it, a user would prob-
ably feel relieved, energetic and content. For the design concept this means that a user would be able 
to	first	use	it	slowly,	but	when	finished	he	or	she	can	for	example	shake	it.	Also,	light	could	probably	
included, as it helps you feel energetic or rewards you for something. 

With	the	77	cards:	Design	Heuristics	for	inspiring	ideas	tool	(Design	Heuristics	LLC,	2012),	there	was	
done research on how to improve the concept as it was at that moment. Three design heuristics were 
chose	to	improve	the	concept	of	the	‘plan	key	chain’:
 - In order to increase relaxation, natural features have to be included > for the design this lead   
 to the keychain having a natural shape
 - Variety in customization increases the quality of the design > a user can choose what color he  
 or she can give to the design
 - The service of the object has to be extended, for example after clicking a button, you can turn  
 the object > the plan keychain had to have multiple ways of adding tasks, their length and ur 
 gency. 

Next to this, a storyboard (Appendix A6) and a moodboard (Appendix A7) were made to get a better 
grasp	on	how	the	user	would	use	the	product	and	what	the	design	should	look	like.	With	this	knowl-
edge,	it	was	decided	that	‘Chask’,	the	final	design,	should	have	the	shape	of	a	drop	(natural	feature),	
so that it would be easy to turn the bottom part. Also, the turning of the bottom part would be some-
thing	the	user	could	do	after	clicking	to	fill	in	a	task	with	a	specific	color	of	light.	

The	final	design	of	Chask	is	a	keychain	consisting	of	several	drops	to	which	you	can	assign	tasks.	By	
turning	the	bottom	part,	you	can	change	the	color	of	that	specific	drop,	indicating	a	type	of	tasks.	By	
pressing the bottom of the drop, and then turning for a second time, the brightness of the drop can 
be set, which will indicate the duration of the task. By turning for a third time, you indicate how ur-
gent	the	task	is,	which	will	be	reflected	by	the	frequency	of	reminders	Chask	will	give	you	for	the	task.	
When	for	example	coming	home,	one	of	the	drops	starts	to	vibrate	to	remind	your	of	the	task.	Once	
you	have	fulfilled	the	task,	you	can	shake	that	specific	drop	to	dim	the	light.	The	keychain	will	first	be	
delivered with three drops, and additional sets of three can be bought to attach to the keychain after-
wards.	This	way,	the	user	is	able	to	choose	how	much	tasks	they	want	to	fulfill,	and	initially	does	not	
burden him- or herself with too much tasks. 

After	3D	printing	a	bigger	‘drop’	of	Chask,	a	better	experience	could	be	created	with	Wizard-of-Oz,	as	
now electronics could be added to the inside of the drop. During the midterm demo day, the context of 
this design concept was illustrated with a train interior projection. The function of this was to mimic the 
feeling of thinking about all of the tasks that still have to be done while travelling home. People who 
were	interested	were	able	to	take	place	in	the	‘train’	and	test	an	upscaled,	but	Wizard-of-Oz	working	
prototype of Chask to experience the design. Besides this, a poster (Appendix A8) and video support-
ed the experience by telling the users that Chask is able to help to organize your tasks, and will then 
afterwards remind you of the tasks, to help you feel relieved. 

Figure 8 - Chask keychain Figure 9 - Chask as it was presented on the mid-
term demo day
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Iteration 5: Extra visualization
During the mid-term demo day, feedback was received via concerns, questions or ideas about the con-
cept that were expressed by the visitors. One concern that must clearly be highlighted for the further 
exploration of the idea, is that since users know that they still have to do something after using Chask, 
there is a possibility they feel more stressed. If so, the design goal of trying to reduce stress after work 
by creating structure, is not achieved. Another concern is that people already use regular to-do lists or 
tend	to	keep	their	to-do’s	to	themselves.	They	do	not	want	to	have	their	tasks	made	visual	for	others.	
This will result in users to not be willing to assign their tasks to the drops during their commute while 
being in a public space, as the keychain is quite apparent. 

As it seems that the concept as it was during the mid-term does not totally align with the context of 
the commuters and the design brief as set up before anymore, several ideas about how to further 
explore the topic were mentioned by all of the team members. Therefore, directly after the mid-term 
demoday, a user test with the working prototype of Chask was performed to get inspiration for another 
ideation session.

User test Chask
Goal
Since	the	current	idea	does	not	completely	fit	in	the	context	
of a train and vital change, there is aimed at collecting 
qualitative data about the experience with the design of Chask.

Method
Participants:	There	were	five	randomly	selected	passers-by	in
the Atlas building at the University of Technology asked to do 
a user test with the design of Chask. 
Materials:
-	Wizard-of-Oz	prototype	Chask
-	Phone	to	record	users’	answers
-	Laptop	to	write	transcript	of	users’	answers
Procedure / set-up of user test: 
- Subject consent form to ask permission
-	The	product	was	shown	to	the	user	and	their	first	impressions	were	evaluated	by	letting	them	think	
out loud (asking them where, when and why they would use it (for))
- A general introduction of the product and the idea of the project was given
- Several questions were asked about their use and their planning habits, afterwards, they were asked 
to	‘plan’	some	tasks	with	it	(Appendix	A9)	

Results / conclusions: 
- Some users do plan, some do not. Other users only write things down if they are busy, one of the 
quotes	being:	“Planning	differs	per	person,	if	you	are	lazy	it	is	not	nice	to	see	that	others	are	planning	
with such a product”, thus stating that planning is very personal
- Also, people like to have an overview of what still needs to be done, so that they what tasks still are 
not	finished,	one	of	the	quotes	being:	“I need to see what still has to be done”. 
- Users would rather use such a plan product at home for themselves, or at their workplace when other 
people use it as well.

With	the	insights	from	the	user	test	an	affinity	diagram	was	made	(Appendix	A10).	At	the	same	time,	
there	was	also	done	individual	research	on	the	topic	of	our	product	as	a	whole	on	three	different	topics,	
so	to	take	a	step	back	to	first	research	the	context	in	more	detail.

Stress 
First,	there	was	taken	a	look	at	stress	itself,	as	this	was	not	defined	before.	Stress	is	described	as	a	
psychological and physical state that appears when an individual cannot cope with the demands of a 
situation (Michie, 2002), which then leads to undermining the achievement of goals. Stress usually 
builds	up	gradually	and	the	more	stress	builds	up,	the	more	difficult	it	is	to	deal	with	according	to	Mi-
chie	(2002).	Therefore	in	order	to	cope	with	stress,	a	lifestyle	has	to	created	in	order	to	create	a	buffer	
for	stress.	Within	the	design	project,	this	can	thus	be	reflected	by	allowing	users	to	actively	use	the	
product itself, so that it actually becomes part of daily life.

Color association
Since the mid-term prototype Chask made use of colours, there was looked into this topic in more de

Figure 10 - The prototype shown and given to 
the participants



13OM | Project 1 report

tail to further develop this part of the concept as well. According to Kitao and Kitao (1986), a western 
culture, in this case the American culture, seems to have a greater awareness of color, with more color 
names	and	shades.	Different	cultures	therefore	share	some	color	associations,	but	not	all.	Since	color	
preferences	are	therefore	not	universal,	color	differences	cannot	be	used	to	communicate,	and	regard-
ing a design, a color choice should be open-ended. 

Task management
Lastly, since the mid-term prototype Chask mainly focused on getting an insight in your tasks, and 
then	finishing	your	tasks	step	by	step	by	reminding	of	your	tasks,	there	was	also	taken	a	look	at	task	
management. According to Burke (2013), to-do lists appear to increase orientation on task completion. 
However,	it	also	appears	that	a	focus	on	task	completion	without	any	positive	affect,	is	associated	with	
a greater degree of stress and a reduction in positive attitudes for the day. Since the mid-term proto-
type being a visualization of a to-do list, one could say that because of the focus being on the comple-
tion of tasks, Chask will also be associated with a greater degree of stress. Therefore, regarding the 
development of the concept, there has to be looked at creating a planning tool without a real focus on 
task completion. 

In conclusion, during this iteration it was found that users would prefer having an overview of their 
tasks in order to see what still needs be done. Since planning seems to be very personal, and color 
choice should be open-ended, the design should not limit the user in its use of their own ways of plan-
ning,	and	one	of	the	criteria	for	the	final	design	therefore	should	be	freedom.	Also,	as	it	seems	impor-
tant that the focus of the design should not lie on task completion, but rather on creating an overview, 
there can be aimed at allowing users to more actively use the product itself by for example creating an 
extra part of the design in means of visualizing tasks more clearly or by making the product (partly) 
portable.

Iteration 6: Planning grid with blocks
 
With	the	knowledge	from	iteration	5,	five	different	lo-fi	prototypes	were	created	to	ideate	on	the	topic	
of having an extra visualization with the planning of tasks. 

Prototype 1 - Key chain having different tasks
The	first	prototype	that	was	created	extends	the	keychain	
idea of Chask. This keychain consists of one ring to which 
several	smaller	‘tokens’	can	be	attached.	Each	task	that	
has to be performed is given one token. The tasks can be 
connected to the token via an external service such as 
Google Calendar. Tasks on that service are therefore syn-
chronized with the key chain. 

Prototype 2 - Task overview
The second prototype also connects tasks via an exter-
nal service, but does let go of the idea of a keychain. This 
prototype is a holder that can be placed on a desk in which 
several	differently	formed	bars	can	be	placed.	Each	bar	
represents one task, and can take on any color. 

Prototype 3 - Hologram based visualization of tasks
This prototype partly took over the concept of the mid-
term prototype by keeping a naturally shaped object. A 
user would be able to carry this object with him or her, and 
each time the user felt the need to see his or her tasks, he 
or she will be able to see it right away. This would be made 
possible by turning the naturally shaped object, which in 
turn would made up a hologram on which the tasks could 
be visualized and adapted or added if needed. 

Prototype 4 - Projection of tasks on wall
This prototype aimed at creating an overview on the wall 
at	a	user’s	house.	A	user	is	able	to	put	small	blocks	(con-
nected	to	different	tasks)	in	a	device,	and	then	that	device	
will project the overview of the tasks on the wall in the 
way the blocks are placed in the device. 

Figure 11 - Prototype 1

Figure 12 - Prototype 2

Figure 14 - Prototype 4Figure 13 - Prototype 3
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Iteration 7: Circle idea
Within	iteration	6,	criteria	that	were	retrieved	from	the	interview	after	the	mid-term	demo	day	(free-
dom	and	portability)	were	not	covered.	With	the	planning	grid,	the	user	is	not	allowed	to	plan	in	the	
way he or she wants to plan, but only to plan according to the shape of a calendar, which is time-
based. Also, the user is able to carry small blocks with him or her, but when having ten tasks or more, 
having	ten	blocks	in	your	bag	will	probably	take	up	too	much	space.	Therefore,	there	was	first	done	
research on currently existing design projects within the research area by looking at provided research 
papers. 

Looking at task management in general, one of the reasons for procrastination is that there is lack of 
organization. In order to overcome this problem, people should know what they still have to do, but 
the	number	of	tasks	also	should	be	realistic	(Laschke	et	al.,	2013).	However,	users	first	need	to	iden-
tify	what	still	needs	to	be	done	at	all,	but	this	is	something	that	is	found	to	be	difficult	(Kamsin	et	al.,	
2015). According to the same study from Kamsin et al. (2015), there are several challenges a design 
should therefore try to take on when it comes to task management. The challenges that were appli-
cable	to	this	project	were	the	following:	First,	a	design	should	integrate	different	types	of	media	to	
manage tasks. Second, a user should be able to rearrange tasks when an unexpected situation occurs. 
Lastly,	a	design	should	generate	flexible	scheduling	and	also	allow	a	user	to	schedule	irregular	tasks.	
Also,	Bellotti	et	al.	(2004)	propose	that	task	management	will	only	be	effective	if	users	have	outlined	
resources,	and	so	the	effort	it	requires	to	manage	tasks	decreases.	Again,	this	thus	highlights	the	crite-
ria	of	freedom,	since	the	product	should	be	flexible	and	could	manage	changes	in	planning.	The	plan-
ning grid during iteration 6 does not meet this requirement. During another meeting, the idea of hav-
ing a round shape to create an overview at home emerged. Since a round shape does not have clear 
edges,	a	user	will	be	able	to	define	his	or	her	way	of	planning	while	using	the	product.	The	idea	turned	
into a board that could be put on a wall on which tasks in the form of smaller circles could be visual-
ized and planned. Since the board was round, it is not immediately clear how the smaller tasks can be 
planned, and therefore, up to the user. In this way, tasks could also be grouped, and the options of 
visualizations are endless. 

Yet,	this	concept	was	not	yet	‘portable’	since	a	user	only	was	able	to	fill	in	tasks	at	home.	With	the	help	
of interaction vocabulary, there was therefore looked at if this new concept would achieve what was 
intended.	The	team	focussed	on	having	a	fluent,	but	instant	and	gentle	design,	and	spatial	proximity	
was also of high value, so the user could actively using the product him- or herself. Because of this last 
intention, the insight of recording tasks during the day came to mind. It was therefore decided that as 
a contribution to the circle idea, users could record tasks during the day, so to visualize them at a later 
moment	at	home,	as	they	would	then	be	send	to	the	board.	In	this	way,	different	type	of	media	(as	
was stated by Kamsin et al. (2015)) were also integrated in the managing of tasks with the design. 

Prototype 5 - Galileo inspired thermometer task over-
view
The last prototype that was created also focussed on creat-
ing	an	overview	at	a	user’s	house,	but	this	time	with	a	Gali-
leo thermometer inspired object. This object could be placed 
within a house, each drop representing a task. Tasks could 
be added to the drops and changed via an external service as 
well.	The	height	of	the	tasks’	drops	would	indicate	the	urgency	
of the tasks, when the drop would drop down, the task was 
finished.	
 
Since prototype 4 and prototype 5 met the conclusions that 
were found in iteration 5 the most, it was decided to further 
brainstorm on these concepts. By combining them both, a 
sixth	lo-fi	prototype	was	created:	A	‘planning	grid’.

This	planning	grid	is	consists	of	two	parts,	the	first	part	be-
ing a calendar like grid that can be placed on for example a 
desk at home. The grid is divided into several rows and seven 
columns, each column representing a day of the week. Small-
er	blocks	can	be	placed	on	different	‘spots’,	representing	a	
day and moment during that day, on the grid. Each block will 
represent	a	task	and	the	user	can	fill	each	task	in	on	the	block	
itself. In this way, the user can visualize a planning by block-
ing moments during a day. 

Figure 15 - Prototype 5

Figure 16 - The planning grid
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Iteration 8: OM
The concept of iteration 7 was further developed by conducting two small user tests in class with the 
other design teams. 

of both the smaller circles and the big board, and the connection of tasks to such a small circle. It was 
also	decided	that	the	design	would	be	named	OM,	after	the	Danish	word	‘round’.	

Audio
For	the	final	prototype	it	was	decided	that	OM	would	consist	of	two	parts,	a	recording	device,	and	the	
OM board. Users will be able to record their tasks during the day, and when coming home, these tasks 
will be send to the OM board via bluetooth. Since a bluetooth teensy board was unfortunately not 
available within the given amount of time, the prototype for the demo day was further developed with 
a small recording device connected to the OM board, so that the recorded tasks immediately can be 
saved on the OM board. 

User test 1
By	asking	five	Industrial	Design	students	(from	the	University	of	
Technology		in	Eindhoven)	to	plan	three	different	tasks	(ranging	from	
making homework to letting the dog out) with 3D printed small circles 
on a piece of paper (a big round circle) it was discovered that a circle 
indeed provided a user with freedom. Each participant planned dif-
ferently,	ranging	from	using	different	colors,	as	well	as	putting	the	
circles	in	different	places.	

User test 2
Five other Industrial Design students (from the University of Technol-
ogy	Eindhoven)	were	asked	to	choose	from	different	forms	of	circles	
in	order	to	find	out	what	form	smaller	circles	could	be	used	to	plan	
the tasks on the board. It was found that the most preferred circle 
has a round edge, but was still easy to have a grip on because of the 
height. 

Prototyping
After	finishing	the	two	user	tests,	a	start	was	made	with	prototyping	
by	first	doing	individual	research	on	five	different	parts	of	the	pro-
totype to discover the possibilities. This included doing research by 
working with code on both the audio part, LEDs and proximity sensors 
(since it was found that the representation of new recorded tasks 
could be done with light, looking at earlier research), the making 

Figure 17 - Sketch of circle idea

Figure 18 - User test 1

Figure 19 - User test 2
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Big board and small circles
To	easily	produce	the	form	preferred	during	the	second	user	test	in	different	colors,	it	was	decided	to	
3D	print	the	small	circles.	The	big	OM	board	was	first	made	from	wood	as	a	basis.	It	was	then	decided	
to add magnetic foil and small magnets to the smaller circles, so to make it possible to hang the board, 
but still put the circles anywhere. Also, a ring around the board was 3D printed with transparency, so 
to make the LED strip more aesthetically pleasing.

Connection tasks to tokens (small circles)
For	the	connection	of	recorded	tasks	to	specific	tokens,	so	that	there	later	again	could	be	listened	to,	
different	ways	were	opted.	One	way	that	was	looked	into	in	detail,	was	the	use	of	NFC	tags.	By	us-
ing	NFC	tags	within	the	small	tokens,	it	would	be	possible	to	connect	one	specific	audio	recording	to	
one	specific	small	token.	Then,	when	for	example	a	user	want	to	listen	to	the	recording	again,	the	OM	
board could directly play the right recording when the smaller token was moved to a NFC reader. In 
order	to	do	this,	first	it	was	an	Arduino	program	was	connected	to	a	NFC	reader.	It	was	possible	to	read	
tokens, it was unfortunately not found how to write on tokens. Since other parts of the prototype were 
also	requiring	more	attention	and	effort,	it	was	decided	to	not	further	develop	this,	and	to	therefore	
partly	Wizard-of-Oz	the	final	prototype	on	the	demo	day.	However,	this	can	be	part	of	further	research	
if the design is further elaborated on.

Business
Also,	since	the	concept	supports	the	users’	freedom,	the	user	will	be	able	to	customize	the	product	in	
the means of the small circles. The OM board will be white, as in this way the tasks will stand out. The 
smaller	circles	(also	named	tokens)	however,	will	be	available	in	different	color	‘sets’,	so	the	user	is	
able to match it with his or her interior, since the board will obviously become part of this. 

Next to this, there was also set up a business model in order to gain more insight in the possible pro-
duction	of	the	design.	This	was	done	by	first	creating	a	business	model,	but	when	it	was	found	that	a	
value proposition canvas would more show clearly what the design would bring its customers, this was 
fully worked out. 

LEDs and proximity sensors
When	the	users’	tasks	are	sent	to	the	OM	board,	there	
will be multiple lights, coming from a LED strip, that lit 
according	to	the	amount	of	tasks	on	different	places	at	
the side of the board. A user is then able to take a small 
circle	and	move	this	circle	to	one	of	the	lights.	When	a	
proximity sensor close to the place of the lights detects 
the circle, one of the task recordings will play. If the user 
then	decides	that	he	or	she	wants	that	that	specific	circle	
connects to the recording, he or she can move the circle 
against	the	light,	the	proximity	sensor	will	detect	a	differ-
ent distance, and then the light will dim. 

If the user later forgets what task the small circle stands 
for, he or she can again move the circle to the side, and 
recording belonging to the small circle will play again to 
remind the user. 

Figure 20 -	Working	on	the	proximity	sensors	for	the	
prototype. 
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As of a business plan for our product, a lot still needs to be done, it mainly consists out of two things: 
we	have	to	validate	the	fact	that	our	product	is	wanted	and	we	have	to	find	out	the	asking	price	of	our	
product.

The general response during the demo day was quite positive, although completely anecdotal, a large 
number	of	people	that	heard	our	pitch	showed	interest.	When	asking	people	what	their	estimated	val-
ue of our product was it rounded out around 50 euros. The value of our product seemed to be higher 
when	we	put	it	in	an	office/business	context.	We	have	to	find	out	the	real	value	of	our	product	in	a	
business	and	home	environment.	A	good	way	to	find	this	out	would	be	putting	a	fake	advertisement	on	
both	a	business	context	and	an	office	context	and	fluctuating	the	costs.	This	would	end	up	creating	a	
way better estimate of the value of our product in both contexts. Already existing professional planning 
helps seem to mainly be from Legamaster (Legamaster International B.V., 2018) and seem to range 
from 100 to 600 euros for a planning board. Although our product is in the same area it brings a bunch 
of	new	features	and	functionality	to	the	table.	We	also	will	have	to	find	out	the	production	cost	of	our	
product but since we want to cater to a more premium audience this needs to be with premium mate-
rials	which	means	the	production	cost	will	be	quite	high.	After	finding	out	which	area	is	more	profitable	
we	have	to	find	early	adopters	in	that	area	to	see	if	our	product	is	wanted.	For	that,	we	could	contact	
companies and ask them if they would be interested in our product.

Num
ber

 

of

 

recordings
 

Delete

Record

Play

Figure 22 - The OM record-
ing device, as it would be 
like when being wireless, 
having a keychain so that 
users can easily take it with 
them. 

Figure 23 -	The	final	OM	
prototype. 



18OM | Project 1 report

Final user test - Proof of concept
In	order	to	proof	the	final	concept,	a	final	user	test	was	performed.

Goal
- Observe how users personalize/use the product to validate the open endedness as an asset
- Checking if they still know what the circle means and how the discoverability of the product works (if 
they	find	out	of	their	own),	to	validate	the	personal	feeling	of	the	product

Method
Participants: Two possible future users from the Eindhoven University of Technology were asked to par-
ticipate in the user test. 
Materials:
- OM prototype as it was presented on the Demo Day
- Subject consent form
- Observation grid to take notes of actions and quotes participants
- User Experience Questionnaire (Hinderks et al., 2018), (Appendix A11), Product Reaction Cards (Mi-
crosoft Corporation, 2002), (Appendix A12), interview questions to ask participant afterwards (Appen-
dix A13)
Procedure:
-Subject consent form to ask permission
-	Part	1:	Users	were	asked	to	record	up	to	five	tasks	with	the	OM	recording	device
- Part 2: The user was then asked to connect tokens to the tasks he or she had recorded and to plan / 
personalize the board with them and to think out loud
 --Project team will observe with observation grid--
Users	were	then	asked	if	they	still	know	what	each	circle	meant,	and	if	not,	to	find	out	for	themselves
-	Part	3:	Users	were	asked	to	pick	five	reactions	from	the	Product	Reaction	Cards,	and	to	fill	out	the	
User Experience Questionnaire. Later, a short interview was held about their general experience. 

Results
-First of all, two observation grids (Appendix A14) were made from each user test
-It was noticed that users thought the product aligned with its design goal by choosing the following 
words	that	would	fit	the	product:	Simplistic,	Intuitive,	Efficient,	Appealing,	Motivating,	and	Comprehen-
sive. 
-What	stood	out	was	that	users	did	not	know	exactly	from	the	beginning	how	to	connect	the	tokens	to	
the recorded tasks, but by trying out a couple of times, it became clear. 
-Also, it was stated that it does give peace of mind, since it creates an overview. This however has to 
be	reflected	upon	by	saying	that	a	user	only	states	this,	and	due	to	time	limitations,	the	long	term	ef-
fect cannot be seen. This is something that can be therefore looked into in further research. 

The OM used during the user test was also presented at the Demo Day with the support of a video, 
business cards and two posters (Appendix A15 & A16). 

Figure 24 -	Performing	a	final	user	test Figure 25 - OM business cards
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Overall results
The	process	that	has	taken	place	during	the	second	semester	of	our	first	year	of	Industrial	
Design has lead to the design of OM that was presented during demo day. OM is a solution to 
the problem of people taking their stress from work, home.

During a workday, a user receives many tasks they have to remind themselves to do. By re-
cording the tasks that come to mind with the OM recording device, they do not have to think 
of that task anymore and are able to focus on other things.

Once the user gets home and is near the OM board, the OM recording device will automati-
cally upload the recorded tasks to the OM planning board (via Bluetooth). For every recorded 
task, LEDs on the border of the OM board will light up. Now, each task can be assigned to a 
token.	OM	comes	with	six	different	colored	tokens	in	each	three	different	sizes.	A	user	can	
choose what token he or she associates with that particular tasks. So, suppose a user record-
ed that he or she has to do the dishes, they might associate this with the color blue. There-
fore, the user will choose a token in the color blue. The size of the token could be determined 
by, for example, the duration of the task. The user expects the duration of this task to be 
about 30 minutes, which he associates with the medium-sized token. Of course this is just an 
example	of	how	a	user	might	interpret	the	different	tokens.	Each	user	is	completely	free	in	
how	he	or	she	wants	to	use	the	tokens.	This	may	differ	every	task	or	each	day.	

In order to connect a task to the chosen token, a user moves the chosen token towards the 
interactive	border	of	the	OM	planning	board.	When	the	token	is	close	to	the	border,	you	will	
hear	one	of	your	recorded	task.	To	confirm	that	this	task	belongs	to	the	chosen	token,	a	user	
simply touches the border with that token. He or she can now plan this task by putting it on 
the OM planning board in their own desired way. Just like the tokens, the way to plan your 
is	completely	up	to	the	user.	He	or	she	may	find	it	useful	to	put	the	tokens	for	tasks	with	the	
highest priority in the middle of the OM board. A user can group their tasks by putting tokens 
together for example based on categories such as work, school and leisure. The OM board 
can	also	be	used	by	multiple	people	at	the	same	time.	Then,	the	users	may	find	it	useful	to	
group the tokens per person. 

Of course it might happen that, even though 
the user chose their preferred token for a task, 
they cannot remember what the task was. For 
this, he or she can simply move that particular 
token to the border. The user will then hear the 
recorded task again. 

Figure 26 - Demoday set up
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When	the	user	records	their	first	task	of	the	following	day	with	the	OM	recording	device,	the	
recorded tasks of the day before will be removed from the OM board. Now the user is able to 
record their new tasks and plan with a fresh start.

During	the	demo	day,	many	visitors	came	by	to	try	out	our	final	design	OM.	Because	of	the	
fact that our prototype was working to an extent to which people could actually experience 
what it would be like to plan your tasks using the OM board, the visitors were able to experi-
ence the functionalities and the aesthetics of interaction.

During the demoday, but especially from our user test, we received feedback that validated
our design goal. The users described the aesthetics of interaction with the terms and
feelings we wanted to achieve. However, the users mentioned they were confused with the
functionality	at	first,	when	they	did	not	yet	have	an	explanation	and	were	asked	to	find	out
themselves. They suggested to make the interface in such a way that the interaction
becomes more intuitive. This goes for, for example, connecting the tasks to the tokens. On
the other hand, this might not necessarily be a bad thing because, when connecting a task to
a token, you will be able to hear the voice record of that task. The task may be personal, so if
the functions that repeat this task are somewhat hidden, the user could prefer this since this
provides them with more privacy.

Also, since the product will probably achieve its goal of relieving stress on a long term basis, 
as now only users state it does, this is something that can be tested in further research. 

Figure 28 - Interaction with users. IMG_7717.jpg. 
Reprinted from C. Lallemand, 2019. Copyright [2019] 
by C. Lallemand. 

Figure 27 - OM on Demo Day. IMG_7712.jpg. Reprint-
ed from C. Lallemand, 2019. Copyright [2019] by C. 
Lallemand. 



21OM | Project 1 report

Conclusion
The previous problem with Chask was that it was not sure if it actually relieved stress. So 
user tests were done to check if it actually was a good planning tool. It was concluded that 
the	planning	was	too	vague.	Besides	this	research	was	done	to	find	out	if	planning	actually	
helps in relieving stress, which in conclusion it does. At this point it was time to start chang-
ing Chask into what is now OM.
 
After	the	final	user	test	was	done,	it	can	be	said	that	people	do	not	perceive	planning	with	OM	
as	vague	anymore,	but	still	flexible.	People	now	get	an	overview	of	their	tasks	and	can	always	
listen	to	the	voice	recordings	of	their	tasks.	The	user	now	finds	it	way	more	clear	how	to	actu-
ally use the product and can now properly link their tasks to it.
 
However, it is still not clear if OM will actually be sold and used. During the last user test, test 
subject did day that they would be interested in using it, but that is no validation that they 
actually would. An important next step is to test if people would use OM if they would have 
a prototype with them during their day. Afterwards it should also be checked if they then at 
home	use	the	OM	board	too.	An	important	business	aspect	of	OM	is	the	user’s	willingness	to	
pay a certain amount of money for OM. During the demo day, visitors of the OM stand were 
asked what they would be willing to pay for it, after they tried it out. Because of this a very 
rough estimate can be made, but there still more research has to done.
 
OM also is furniture, so looks also matter. During demo day, a lot of compliments were made 
about the look of the product. People liked the colors and the forms, but some people were 
not sure about the size. So overall the looks of the product were well perceived, but research 
is still to be done in this compartment.
 
The project goal can be seen as achieved when looking at the functions of OM. However, OM 
is	a	product	and	would	also	need	to	be	sold	and	integrated	into	people’s	daily	routines.	So	in	
conclusion, more research is needed to be done in the compartments of business and daily 
use, but the project goal is achieved.
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A1 - User journey - what are the possibilities within commuting?

Appendix A

A2 - Design brief and possible solutions
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A3 - Interview questions regarding commuting by public transport or car

Interview ‘Project 1 - commuting by public transport or car’ 
Users’	Demographics	
Gender: 
Age: 
Most common form of transport: 
How many times a week do you commute (return is 1): 
Average duration of commute: 
Where	do	you	travel	to	most	(return):	

Interview questions 
1.	What	is	your	common	form	of	transport?	
2.	Why	do	you	choose	this	form	of	transport?	
3.	What	are	the	pro’s	and	con’s	of	this	form	of	transport,	to	you?	
4.	What	would	be	an	alternative	for	this	type	of	transport	for	you?	Why?	
5. Description of an average commute 
-Where	do	you	mostly	sit?	How	do	you	feel	about	this?	
-Is the form of transport full/empty? How do you feel about this? 
-What	did	you	do?	How	do	you	feel	about	this?	
-With	whom	did	you	travel?	How	do	you	feel	about	this?	
6.	What	was	your	best	experience	during	your	commute?	Why?	
7.	What	was	your	worst	experience	during	your	commute?	Why?	
8.	Do	you	think	you	use	your	time	effectively	during	your	commute?	What	do	you	do?	
9.	Do	you	feel	like	your	commute	takes	too	long?	Why?	
10.	Would	you	like	to	be	more	physically	active	during	their	commute?	
11. Describe your ideal commute 
-Activities -People -Time 

A4	-	Affinity	diagram	with	quotes	from	interview
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A5 - Ideation - Several sketches
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A6	-	Storyboard	final	design	Chask

A7	-	Moodboard	final	design	Chask

References moodboard:
Keychains: 
Keychains. Natural Crystal Stone Drop Keychain Charm Jewel-
ry	Keychain	Handbags	Accessories	Men’s	Keychain.	Reprinted	
from	AliExpress	website,	by	Sevenstone	Official	Store,	2019.	Re-
trieved from https://www.aliexpress.com/item/Natural-Crys-
tal-Stone-Drop-Keychain-Charm-Jewelry-Keychain-Handbags-Ac-
cessories-Men-s-Keychain/32948500629.html?spm=2114.
search0104.3.61.63c347930oYGaZ&ws_ab_test=searchweb0_0,-
searchweb201602_9_10065_10843_319_10059_10884_317_10887 
[2019] Copyright 2019 by AliExpress.

Planning Logo: 
Planning logo. The Financial Planning Process. Reprinted from Gabe 
Nelson Financial Inc website, by Gabe Nelson 2019. Retrieved from 
https://www.gabenelsonfinancial.com/planning.html	Copyright	2019	
by Gabe Nelson Financial Inc. 

Work	balance	image:
Work	balance	image.	Why	is	Work-Life	Balance	Important	and	how	can	
you	achieve	it?	Reprinted	from	lucid	website,	by	Aaron	Weller,	2018.	
Retrieved from https://lucid.me/blog/work-life-balance/ Copyright 
2019 by lucid. 

Water	drop:
Water	drop.	Water	drop.	Reprinted	from	IStock	website,	by	Getty	
Images, 2019. Retrieved from https://www.istockphoto.com/nl/fotos/
water-drop?sort=mostpopular&mediatype=photography&phrase=wa-
ter%20drop Copyright 2019 by Getty Images.

Background:
Background.	Natural	Textured	Wallpaper.	Reprinted	from	Wallpaper	
Safari website, 2019. Retrieved from https://wallpapersafari.com/nat-
ural-textured-wallpaper/ Copyright 2019	by	Wallpaper	Safari.	
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A8 - Poster mid-term Demo Day
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A9 - User test Chask interview questions

-Show	the	product	to	the	user	and	evaluate	their	first	impressions	by	letting	them	think	out	loud.	
Tell	user	that	they	can	remove	the	different	pieces	and	can	combine	them.	
Make 3 whole pieces, no single one.

-Ask them the following questions:
*Where	would	you	use	this	for

-Give them a brief introduction to our idea behind the prototype.
(It’s	for	reflection	and	the	reduction	of	stress,	also	explain	the	looks	and	practical	functioning)	
-Let the user do some simple tasks:

1. *Ask the user: “How was your day?”
1.2 *Ask the user to display their answer on the prototype 
2. *Ask the user what they think that the second icon implies (productivity) Do before explanation
2.2	*Tell	the	user	the	implication	of	the	icon	if	they	didn’t	guess	it	and	let	them	rate	accordingly.	Give	
prototype back to user
3. **Ask the user what they think what the third icon implies (sociality) Do before explanation 
Make check list icon
3.2	*Tell	the	user	the	implication	of	the	icon	if	they	didn’t	guess	it	and	let	them	rate	accordingly.		
-Ask the user the following question:

*Do	you	already	reflect	on	your	day?	(why?,	When?,	About	what?)
*What	would	like	to	reflect	on	after	you	working/learning	day.	
*Would	you	use	this	product	/	would	this	product	help	you	obtain	that.	->	(Why)		open	with	this	ques-
tion
*At what moment in the day would you use this product (why)
*Where	would	you	use	this	product	if	you	had	to	use	it.	->	In	what	situation	/	location	do	you	think	
that someone could use this product. 

A10	-	Affinity	diagram	user	test	Chask
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A11 - Product Reaction Cards
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A12 - User Experience Questionnaire

A13	-	Interview	questions	final	user	test

1)	What	were	there	strategies	and	experience	when	logging	tasks?
2)	Did	they	have	any	difficulties	with	logging	the	tasks?
3)	What	is	their	overall	feeling	about	the	product?
4)	What	about	the	product	would	work	and	what	would	work	not	for	them	specifically?
5) In which context would they think of using it?
6) If you could change it to be fully customized to your needs, what would you change?
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A14	-	Observation	grids	final	user	test
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A15	-	Poster	OM	final	demo	day
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A16	-	Small	poster	final	Demo	Day
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Appendix B - reflections
Luc Buijtels (1330071)

For project one I was divided in the project theme vital change. This means that we need to design 
something	to	help	people	live	healthier	for	a	longer	amount	of	years.	We	started	with	the	idea	that	
people need to be active on their daily commute but after some interviews found that people want to 
relax while sitting in the train or bus. Doing some sort of user test was a goal in my PDP. This showed 
me	that	after	the	first	idea	you	need	to	validate	it	immediately	because	at	the	time	you	don’t	have	any	
information. If we would have continued the same way we would create something nobody was waiting 
for.	For	the	next	projects	I	have	learned	that	after	the	first	iteration	you	should	always	do	a	simple	user	
test to validate your idea.

After some iterations we came to the idea Chask. For the midterm Sigi and I worked on the prototype 
a	lot.	We	did	a	lot	with	Arduino	and	I	learned	a	lot	of	working	with	led	strips.	By	working	so	much	on	
Arduino I learned a lot from it and when I work on it next time I am more competent in debugging the 
code	and	finding	failures	in	the	electrical	circuit.	I	learned	what	to	look	out	for	when	certain	thing	don’t	
work. Now I also know some things which make it easier to code. I would not have learned these thing 
if	I	did	not	make	the	mistakes	in	the	first	place.	By	doing	this	I	also	did	another	goal	I	set	in	my	PDP.
After	the	midterm	we	did	some	research.	We	all	read	a	paper	and	I	had	never	read	any	papers	to	get	
information for project but when I did for this project I realized that the information from papers is 
very	useful.	The	next	project	I	do	I	will	read	more	papers	to	get	more	information.	With	more	informa-
tion you can make better decisions for in your design.

With	our	final	iteration	we	decided	that	Sigi	and	I	should	not	do	as	much	for	the	prototype	and	we	
should	do	more.	I	worked	on	the	poster	which	I	had	not	done	much	before	so	I	learned	a	lot	off	Adobe	
Illustrator. For the next time I can make better posters more easy.

I	have	made	a	lot	of	3D	models	for	different	prototypes	in	different	stages	of	the	project.	I	also	have	a	
3D printer at home, so does Sigi, and for many prototypes I printed them out and improved them and 
iterated	on	them	as	well.	For	the	final	Prototype	designed	the	tokens	and	printed	all	of	them.	I	gained	a	
lot of experience with Solidworks which was also one of my goals in my PDP.

With	this	project	I	have	learned	so	many	thing	and	I	have	gained	so	much	experience.	With	this	pro-
ject.	This	project	will	form	a	good	baseline	for	my	upcoming	projects.	With	all	the	things	I	learned	I	am	
sure	that	when	I	start	project	2	I	would	do	better.	Just	because	this	was	our	first	big	project	and	it	was	
all a bit new. I now know what to look out for, where the hurdles are and how to get over them.
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Lianne Daan (1313665)

Looking	back	at	Project	1	within	the	area	of	Vital	Change	during	the	second	semester	of	my	first	year	
Industrial Design, I have mostly improved myself on working at a faster pace within the design pro-
cess.	During	the	third	quartile,	and	so	the	first	half	of	the	project,	I	noticed	that	by	setting	fewer	crite-
ria for, for example, creating a storyboard (as such an element is part of the process as a whole), you 
make	a	lot	more	progress	and	so	the	final	result	will	be	of	better	quality.	

As a designer in this project, I see myself as a driver. I constantly tried to put energy into the pro-
ject by asking what everyone has done, and by making sure that we plan beforehand. My teammates 
confirmed	this,	but	also	told	me	that	they	like	me	doing	this.	Sometimes	I	had	difficulty	with	when	we	
as a group plan to do something, but then not everyone completes the task as it was set up before. I 
notice	that	this	frustrates	me,	but	when	I	try	to	be	supportive	when	something	goes	well	and	reflec-
tive when something goes wrong instead, much more is achieved. I believe that this helped my project 
team throughout the project, as in this way we keep track of what we are doing. This also helped me 
to improve my communication skills as a designer, as by both looking back and looking forward to the 
design process, and then discussing this with each other, ensures that everyone is aware of each oth-
er’s	activities	and	also	can	communicate	this	to	the	outside	world.	

Throughout	the	project,	it	was	sometimes	needed	to	look	in	multiple	directions	as	a	design	team.	We	
then	divided	our	team	into	two	or	three	groups,	so	that	we	could	work	more	efficiently.	This	taught	me	
to let go of wanting to keep everything under control. As I trusted my other teammates, I have learned 
to not take too much onto my own plate, so that I could focus and do better on my own task. However, 
in	the	second	half	of	the	project,	I	did	have	some	difficulty	with	this,	as	when	a	deadline	approached,	I	
had the feeling that I was always the one taking the initiative. Due to this, I took on some small tasks 
from others, and therefore only gave myself more work. If within a design team itself, there is a clear 
overview not only of what tasks there are, but also for what deadline they have to be done, I think 
these kind of experiences will be avoided. Therefore, I will take this knowledge with me to Project 2. 

During	the	first	half	of	the	project,	I	have	mostly	been	responsible	for	the	User	&	Society	and	Creativity	
& Aesthetics part of the project. Besides contributing on iterations and posters, I also worked on inter-
views and user tests with the prototype a lot. Our team decided to divide the tasks upon our interests 
at that moment in time. Also, I have learned to take on tasks that were slightly out of my own comfort 
zone, at least tasks that I knew someone else from my team, for example, had more experience with. 
I liked challenging myself to in this case make both the movie as well as the poster for the mid-term 
demo day in a short amount of time. As I was not afraid to receive feedback, I immediately could im-
prove my skills of both making posters and a short movie. 

However, in order to achieve my goals as proposed in my PDP, I tried to take up a bigger role in pro-
gramming	and	implementing	the	electronics	within	the	final	prototype	during	the	second	half	of	the	
project.	By	working	with	proximity	sensors	and	NFC	tags	on	my	own	at	first,	I	have	improved	myself	
within the area of Technology & Realization. 

Lastly, as I had the feeling that Business & Entrepreneurship still was lacking during the second half of 
the project, I took the initiative to look into a Business Model and Value Proposition canvas within my 
project	group.	By	seeing	our	design	as	a	‘product’	instead	of	a	‘concept’,	I	have	learned	to	also	think	
about the values that a design will bring a customer. To further develop this area of expertise, I will try 
to make sure that I implement this area of expertise right from the start of Project 2. 
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Kika van Dorth (1335561)

My initial goal for Project 1 Design	was	to	obtain	more	experience	and	efficiency	in	the	design	process.	
Also, I wanted to make a functioning prototype, as I did not achieve this during my project for the 
course From Idea to Design.
 
In the beginning, I took a leading role in the project. This is a function I usually feel most comfortable 
in, as I see myself as an all-round designer who is able to communicate within a team. This role con-
tributes to my professional identity and vision, as I would like to obtain such a role in the future of my 
design career. However, I noticed my extracurricular activities take up too much of my time to preserve 
this position. I then took on a more serving function, which helped me to contribute to the project in 
the	most	effective	way.	Also,	it	allowed	me	to	invest	more	time	in	my	other	tasks	and	projects	I	am	
part of at this moment. This made me realize that I can consciously adjust my behaviour to obtain any 
function I prefer, as long as my team members approve of this. I will use this learning point in future 
collaborations and I will discuss expectations towards each other when starting a project.
 
During	the	first	half	of	this	project,	I	noticed	that	I	contributed	most	to	the	ideating	and	user	research	
part of our design process. Those are my strong points and they relate to my professional identity and 
vision, as I, as a designer, try to pursue a focus on people and how they interact with products and 
technology.	As	stated	in	my	midterm	reflection,	I	wanted	to	develop	visual	skills	as	well,	to	develop	
and challenge myself. I believe obtaining skills in this area will help me in my development as a de-
signer,	as	I	believe	a	(Wizard	of	Oz)	working	prototype	is	the	most	effective	way	to	communicate	your	
design to potential customers or users and to validate the design. To obtain those skills, I contributed 
to	the	final	shape	of	our	midterm	prototype	as	well	as	our	final	prototype.	In	contrast	to	our	midterm	
design, I was part of the Technology and Realization	of	our	final	prototype.	However,	I	would	have	liked	
to work more on the hardware, as now I mostly contributed to the research on the technical feasibil-
ities of certain components and the physical building of our prototype. I will do this in the projects of 
next year.
 
Also, related to the development of my skills in the competency area of Creativity and Aesthetics, I 
would	like	to	create	the	poster	or	the	report	for	a	project	I	did.	With	this,	I	hope	to	develop	my	Adobe	
and graphic skills. Those skills will be useful for me as a designer because I believe this will help me to 
be able to create professional visuals. I will develop these skills while making my B1 portfolio and in fu-
ture projects. I also plan on simply trying to create things with Adobe during the summer vacation, so I 
will	be	more	efficient	in	working	with	Adobe	when	I	want	to	do	so	for	a	project	within	Industrial	Design.

During	the	course	of	this	project,	I	learned	that	quickly	iterating,	reflecting	and	changing	big	parts	
of	the	design	is	often	the	most	effective	way	to	come	to	a	final	design.	As	acquiring	experience	in	an	
efficient	design	process	was	one	of	my	main	goals	for	this	project,	I	am	very	content	with	this	learning	
point.	It	will	help	me	to	work	more	efficiently	and	quickly	in	future	projects.
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Jules van Gurp (1343149)

In	this	reflection,	I	will	discuss	my	experience	of	the	course	Project	1.	I	will	discuss	points	from	my	
midterm	reflection,	new	learning	points,	and	positive	and	negative	aspects	of	my	experience.
 
First	I	want	to	discuss	the	points	from	my	midterm	reflection.	I	said	I	wanted	to	keep	doing	user	tests,	
which	we	definitely	did.	I	feel	like	we	only	got	better	at	performing	them	and	kept	getting	useful	infor-
mation out of them to validate our decisions. I also mentioned wanting to challenge myself more, espe-
cially by working on the prototype. I said I should push myself to make clear I wanted to do this, and 
I	did.	Lastly,	I	mentioned	that	I	would	like	to	keep	our	group	planning	like	it	was	in	the	first	half.	For	
the	most	part,	we	did.	We	still	had	a	lot	of	meeting	and	really	kept	each	other	up	to	date	about	what	
we were doing, which was really nice since it gave us a clear overview. This also motivated me since it 
gave me the feeling that everyone was trying their best to work on the project, and gave me a feeling 
I	could	put	my	confidence	int	hem.	The	clear	deadlines	once	again	helped	a	lot	in	keeping	up	steady	
progress. However, the task division could have gone better. My teammates did divide the tasks fairly 
equal,	but	sometimes	people	did	not	really	have	tasks	to	do	since	other	assignments	had	to	be	finished	
first.	Luckily,	my	teammates	could	still	work	on	the	report	when	this	happened,	actually	helping	us	to	
quickly make a lot of progress. Next time, I would still like to divide tasks in such a way that we can 
work more parallel to each other, do not have to wait and not have to keep jumping from part of a task 
to another one.
 
My main role in this half of the project was writing almost the entire code for the prototype and choos-
ing and installing the hardware. It sure was a lot of work that consumed quite a lot of time in correla-
tion with some late evenings in the e-lab. However, I really enjoyed doing it. I feel like this task really 
challenged me and improved my technology and realization skills by a lot. I especially wanted to do 
this since in the previous half I did not get to work on the prototype at all, so I am happy really made 
my team clear I wanted to do this. I also felt comfortable doing this since I did get the opportunity to 
just do my own thing, but I still got support when troubleshooting the code and installing the hardware 
to the prototype. Because of this, I still really felt like we were a team and I could always ask them for 
any help when I might have needed any. So in project 2, I would like to also be clear to my teammates 
that I am always open to help them since this improves team spirit tremendously.
 
In the next project, I would also like to work on the non-technological side of the prototype. I never 
really	got	to	work	on	that,	besides	making	a	stand	to	put	the	prototype	on.	Making	the	stand	did	finally	
let me work a bit with the machines in the workshop, which I had been looking forward to for quite 
some time, but I feel like I can still improve a lot in this compartment. So next time I want to improve 
my aesthetics skills.
 
So in summary, during this second half of the project, I specialized more in the technology and reali-
zation compartment. I felt comfortable in my team, and we could work well and structured together. I 
would	like	to	improve	how	we	divided	tasks	more	like	we	did	in	the	first	half	of	the	project.	I	feel	like	I	
improved	myself	and	this	partly	because	my	team	enabled	me	to,	which	I	also	would	like	to	offer	future	
teammates. Giving my teammates a feeling that I am ready to help them will also be very important 
for me in the future. Another goal for my next project is improving my aesthetics skills. Overall I feel 
like I developed myself, and have become way more professional thanks to this project. I also have 
critical and good help from the coaches to thank for this.
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Sigi van Lindt (1297635)

In	this	reflection	I	will	go	over	my	learning	experiences	for	the	course	Project	1,	I	will	go	into	depth	
about	different	learning	points,	things	that	went	wrong	and	things	that	went	well.

I was assigned to code the led strip after the mid-term demoday and although that went pretty well 
progress was pretty rough, even though the fact that I was able to code the led strip pretty quickly the 
rest of the team had some issues with other parts of the prototype. I chose to take a more supportive 
role. Rather than pushing the prototype forwards I chose to help everyone in my team to develop their 
part for the prototype.

This	was	something	I	want	to	avoid	in	the	future	since	this	didn’t	go	really	well.	I	ended	up	chasing	a	
lot	after	the	what	had	to	be	done,	because	I	was	helping	people	I	got	less	influence	on	when	things	
were done. I felt like this slowed down the pace of progress quite quickly. In the future I will try to look 
for a more proactive role in the team after completing my assigned task, so that we can move forward 
more properly. I will also try to better look into task assignment and make sure everyone gets around 
the	same	difficulty	of	task	so	people	finish	around	the	same	time.

This also translates in the second point and that is the fact that the project went on a bit slow for my 
feeling, since everything was building on the previous thing the project moved along quite slowly. You 
had to wait for the previous thing to be ready before you could work on the next thing and this mean 
the whole process involved a lot of waiting. This meant a suboptimal work condition with 5 people 
because only a few could work on the prototype at the time. In the future I will try to make sure the 
project is split up better making sure everything can be done in parallel if possible.

Because	the	process	was	so	linear	it	meant	I	had	to	put	more	confidence	in	my	team,	which	was	some-
thing I had some issues with before the mid-term demo day, I tried to put full trust in my team and 
something	that	I’ve	learned	is	that	it’s	not	always	the	right	choice	to	do	so.	I	learned	that	it’s	always	
good	to	keep	an	eye	tasks	that	I’m	better	than	usual	in	so	that	I	can	correct	it	when	things	go	wrong.	
By not completely letting go I can get an overview of how well the task is going and that means that I 
can	kick	in	when	things	go	wrong.	In	the	future	I	will	keep	an	closer	eye	to	tasks	that	I’m	proficient	in.
A more simple thing that I learned is working with simple electronics. I expanded on this topic even 
further	and	after	making	the	demo	day	prototype	I	got	even	more	confident	in	this	area,	as	a	team	we	
still ran in some major issues with the prototype but after making compromises and some long eve-
nings we managed to get everything working before the demo day.

My role in the group this time around was, as I already mentioned a more supportive role, I found out 
that	this	isn’t	a	role	completely	suited	for	me.	I	want	to	have	a	bit	more	control	over	what’s	happening	
and	how	things	are	going	and	I	couldn’t	really	do	that	on	a	supportive	role.	In	the	future	I	will	try	to	
take a more controlling role, not especially leading but making sure everything moves along properly 
so that the project moves along smoothly.

Overall Project one for me has been a more professional and serious experience, although tutoring and 
coaching was strict but fair, it set me up for a more serious and real approach to design. My plans to 
create my own startup are still there and this project has been a good setup to do so.
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Appendix C - Contribution
Luc Buijtels (1330071)

Quartile 3
-Ideation: General contribution to ideation
-Validation: General contribution to all user tests and interviews
-Realization:
 Prototype: Coding and hardware, 3D modeling (solidworks)
	 Mid-term	demo	day:	Set	up,	prototype	Wizard-of-Oz
 Report: Introduction

Quartile 4
-Ideation: General contribution to ideation, iteration 6 > prototype 2
-Validation:	User	test	Chask,	small	user	test	1	&	2,	final	user	test,	individual research on papers 
(Stress)
-Realization
 Prototype: Small tokens (3D printing & solidworks), magnets, bringing all parts of prototype to 
 gether
 Demo day: Video material, poster
 Report: Value proposition canvas, photo material

Lianne Daan (1313665)

Quartile 3
-Ideation: General contribution to ideation, iteration 2 > prototype 1
-Validation: General contribution to all user tests and interviews
-Realization:
 Prototype: Applying emotion cards & ideation ideas to form
 Mid-term demo day: Poster, writing pitch (& pitching), video editing
 Report: Project Goal, Iterations, Overall results, Appendix

Quartile 4
-Ideation: General contribution to ideation, iteration 6 > prototype 4, sketch circle idea
-Validation:	User	test	Chask,	small	user	test	2,	setting	up	final	user	test,	start	business	model,	individ-
ual research on papers (Task management)
-Realization:
 Prototype: Coding, Proximity sensors and NFC tags, spray painting
	 Demo	day:	Poster,	video	editing,	writing	pitch	(combining	all	five	different	pitches)	(&	pitching),		
 logo
 Report: Introduction, Project goal, Process, Iterations & layout,  working out value proposition  
 canvas



43OM | Project 1 report

Kika van Dorth (1335561)

Quartile 3
-Ideation: General contribution to ideation, iteration 2 > prototype 1
-Validation: General contribution to all user tests and interviews
-Realization:
 Prototype: Applying emotion cards & ideation ideas to form
 Mid-term demo day: Preparation, pitching
 Report: Proofreading all report text; rewriting if needed, giving feedback

Quartile 4
-Ideation: General contribution to ideation, iteration 6 > prototype 3
-Validation:	User	test	Chask,	final	user	test,	business	model,	individual	research	on	papers	(Task	man-
agement)
-Realization:
 Prototype: Research technical components, realization prototype: painting, jigsaw, sanding, etc.
 Demo day: Preparation, business cards, pitching
 Report: Proofreading all report text; rewriting if needed & giving feedback, overall results

Jules van Gurp (1343149)

Quartile 3
-Ideation: General contribution to ideation, iteration 2 > prototype 3
-Validation: General contribution to all user tests and interviews
-Realization:
 Prototype: Illustrations
 Mid-term demo day: Poster, logo, pitching
 Report: Conclusion, Appendix

Quartile 4
-Ideation: General contribution to ideation, iteration 6 > prototype 1
-Validation:	User	test	Chask,	final	user	test,		individual	research	on	papers	(Color	association)
-Realization:
 Prototype: Coding, hardware audio (and combining all parts), prototype stand, spray painting
 Demo day: Setting up prototype, pitching
 Report: Conclusion, sketch OM recording device

Sigi van Lindt (1297635)

Quartile 3
-Ideation: General contribution to ideation, iteration 2 > prototype 1
-Validation: General contribution to all user tests and interviews
-Realization:
 Prototype: 3D printing, coding, hardware
	 Mid-term	demo	day:	Set	up,	prototype	Wizard-of-Oz
 Report: Process, Layout, Appendix

Quartile 4
-Ideation: General contribution to ideation, iteration 6 > prototype 5
-Validation:	User	test	Chask,	small	user	test	1,	final	user	test,		individual	research	on	papers	(Task	
management)
-Realization:
 Prototype: Coding, hardware LED stripps, and combining all parts, assisting with drawer, 3D   
 modelling transparent border, assisting with back plate / attachment to back plate
 Demo day: Setting up prototype, pitching
 Report: Business plan, start value proposition canvas


